Spell School Variant: Illusion 


A Practical Guide for Determining How NPCs, Monsters, 
and Player Characters, Interact with Illusions at Your Table 


Interacting with illusions can be a difficult thing to judge as the DM. As such, this rule is in place 
to make running illusion magic easier for the DM and more clear for players as far as how to 
deal with the cognitive dissonance of knowing in real life that the illusion is fake, while their 
character does not. 


If a character is interacting with a bit of illusion magic, they must interact with the magic as if it 
had the properties of what the illusion portrays, unless they succeed at an (DC determined by the 
spell or effect) Intelligence (Investigation) check. This check does not require an action but can 
only be made once at the start of a creature's turn. 


If they fail the check and choose to interact with the illusion, it will cause a negative side effect. 
For example, if the spell is creating a smoke screen, the spell will still obstruct the view of the 
person interacting within it as smoke normally would, applying the blinded condition to the 
creature within that area until they leave it or succeed at a subsequent Intelligence (Investigation) 
check. 


If the spell is creating fire, and the unknowing creature walks, is shoved, or leaps through it, the 
creature will take psychic damage according to the table below. 


Damage Table 

Level Damage 

Cantrip 1d10 
1 2d10 
2 3d10 
3 5d10 
4 6d10 
5 8d10 
6 10d10 
7 11d10 
8 12d10 
9 15d10 


This also goes for interacting with a creature, like 
an illusory dragon. If the dragon would be a hostile 


force, interacting with it in a manner that would cause it to attack the creature in question will 
yield damage according to the table above, in psychic damage. The same goes for interacting 
with an object in a way that runs counter to the nature of the object actually present, for example, 
if the unknowing creature walks through an illusory wall or tries to climb an illusory ladder 
(although this might lead to bludgeoning damage from a nasty fall instead, following the guide of 
the Damage Table). 


Once an illusion spell deals damage in this way, the illusion ends for the unknowing creature 
becoming obvious and translucent, and they can interact with the illusion in a manner as if they 
understand it to be an illusion. 


If another creature interacts with an illusory object in a manner that runs counter to it (like a 
goblin jumping through an illusory wall), the unknowing creature might rationalize this as a 
magical ability the goblin possesses. If the creature interacting with the illusion is an ally or an 
ally that directly informs the unknowing creature of the nature of the illusion, the unknowing 
creature has a +10 to their following Intelligence (Investigation) check to determine the illusion's 
nature. 


An illlusory fire can burn the mind, which might actually be worse. --Az 


